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(2012 – 2020)
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(2021 – Present)
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The Structure of Gaming industry The Structure of eSports industry



Trend of increase in number of PC rooms nationwide in the early 2000s

Jan Oct Dec Jul Jan

*Source: Korea Creative Content Agency

Status of domestic gaming population

Year Total Internet User Gamer

1999 943 183

2000 1904 407

2001 2438 580

2002 2726 1199

2003 2922 1723

2004 3158 1693

*Unit: 10,000 

*Source: Government suvery, Ministry of IT and Communication
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The growth of gaming broadcasters 
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~4 years 4 ~ 11 years 11 years~ 7 sponsors~ ~ 3 sponsors 4 ~ 6 sponsors
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